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RANCANG BANGUN APLIKASI ABSENSI DENGAN METODE 
GAMIFIKASI BERBASIS WEBSITE 




Pengisian absensi merupakan hal yang seharusnya dilakukan oleh karyawan di suatu 
perusahaan secara rutin setiap harinya. Perusahaan seperti PT Sumber Inovasi 
Informatika pun juga menerapkan pengisian absensi untuk mendata kehadiran 
karyawan. PT Sumber Inovasi Informatika melakukan pengisian absensi menggunakan 
aplikasi ERPNext dengan cara melakukan data entry ke dalam dokumen yang 
disediakan di dalam aplikasi. Namun pengisian absensi tidaklah terjadi setiap harinya 
di PT Sumber Inovasi Informatika. Terkadang absensi akan dilengkapi oleh para 
karyawan pada saat akhir bulan telah tiba. Penggunaan metode gamifikasi dapat 
meningkatkan rutinitas pengisian absensi pada karyawan. Marc e ki  Gamifica ion 
Framework digunakan sebagai kerangka dalam merancang dan membangun aplikasi 
absensi dengan metode gamifikasi. Aplikasi dibuat dengan basis website menggunakan 
framework ReactJS dan terintegrasi ke aplikasi ERPNext. Elemen game yang 
digunakan di dalam aplikasi berupa leaderboard, achievement dan juga point. Hasil dari 
uji coba dengan metode pretest posttest control group design menunjukkan bahwa 
metode gamifikasi meningkatkan rutinitas pengisian absensi sebanyak 245,45 persen. 
 




DESIGN AND DEVELOPMENT ATTENDANCE APPLICATON WITH 
GAMIFICATION METHOD WEB BASED 




Filling attendance is something that should be done by employees in a company on a 
daily basis. Company like PT Sumber Inovasi Informatika also apply attendance filling 
to record attendance of employees. PT Sumber Inovasi Informatika completes 
attendance data using ERPNext Application by entering data into the documents 
provided inside the application. But filling attendance does not occur on daily basis at 
PT Sumber Inovasi Informatika. Sometimes employees complete attendance data at the 
end of the month. Use of the gamification method can increase emplo ees  routinit  to 
fill attendance. Marc e ki s Gamification Frame ork is used as the framework to 
design and develop attendance application with gamification method. Application is 
made using ReactJS framework and the application also integrated with ERPNext 
application. Game elements used in the application are leaderboard, achievement and 
point. The result from testing the application with pretest and posttest control group 
design shows that gamification method can increase 245,45 percent of emplo ees  
routinity to fill attendance. 
Keyword: Attendance, ERPNext, Gamification, Pretest Posttest Control Group 







HALAMAN JUDUL .................................................................................................. i 
HALAMAN PENGESAHAN .................................................................................... ii 
PERNYATAAN TIDAK MELAKUKAN PLAGIAT ............................................... iii 
PERNYATAAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ......................... iv 
KATA PENGANTAR ............................................................................................... v 
ABSTRAK .............................................................................................................. vii 
ABSTRACT ........................................................................................................... viii 
DAFTAR ISI ............................................................................................................ ix 
DAFTAR TABEL .................................................................................................... xi 
DAFTAR GAMBAR ............................................................................................... xii 
DAFTAR LAMPIRAN .......................................................................................... xiii 
BAB I PENDAHULUAN .......................................................................................... 1 
1.1. Latar Belakang Masalah .............................................................................. 1 
1.2. Rumusan Masalah ....................................................................................... 4 
1.3. Batasan Masalah .......................................................................................... 4 
1.4. Tujuan Penelitian ......................................................................................... 5 
1.5. Manfaat Penelitian ....................................................................................... 5 
1.6. Sistematika Penulisan .................................................................................. 5 
BAB II LANDASAN TEORI .................................................................................... 7 
2.1. Manajemen Sumber Daya Manusia ............................................................. 7 
2.2. Gamifikasi ................................................................................................... 7 
2.3. Marczewski Gamification Framework ......................................................... 7 
2.4. Pretest-Posttest Control Group Design ...................................................... 10 
2.5. Pengujian .................................................................................................. 11 
2.5.1. Uji Normalitas .................................................................................... 11 
2.5.2. Uji Homogenitas ................................................................................ 12 
2.5.3. Uji Hipotesis ...................................................................................... 12 
2.6. PT Sumber Inovasi Informatika ................................................................. 13 
2.7. Mekanisme Absensi Karyawan .................................................................. 13 
BAB III METODOLOGI DAN PERANCANGAN APLIKASI ............................... 14 
3.1. Metodologi Penelitian................................................................................ 14 
3.2. Rancangan Aplikasi ................................................................................... 16 
3.2.1. Marc e ski s Gamification Frame ork ............................................. 16 
3.2.2. Flowchart ........................................................................................... 18
x 
 
3.2.3. Conceptual Data Model ...................................................................... 26 
3.2.4. Antarmuka Aplikasi ........................................................................... 27 
3.3. Penggunaan Aset ....................................................................................... 35 
BAB IV IMPLEMENTASI DAN UJI COBA .......................................................... 37 
4.1. Spesifikasi Aplikasi ................................................................................... 37 
4.2. Implementasi Aplikasi ............................................................................... 37 
4.3. Pengujian Aplikasi .................................................................................... 46 
BAB V SIMPULAN DAN SARAN ........................................................................ 52 
5.1. Simpulan ................................................................................................... 52 
5.2. Saran ......................................................................................................... 52 
DAFTAR PUSTAKA .............................................................................................. 53 
Lampiran A: Transkrip Wawancara dengan PT Sumber Inovasi Informatika ........... 54 
Lampiran B: Data Absensi Karyawan ...................................................................... 55 
Lampiran C: Daftar Riwayat Hidup ......................................................................... 56 
Lampiran D : Form Bimbingan Skripsi Dosen Pembimbing 1 .................................. 57 





Tabel 2.1 Pretest-posttest control group design .................................................................... 10 
Tabel 3.1 Daftar Aset .......................................................................................................... 35 
Tabel 4.1 Data Pretest Kelompok Eksperimen ..................................................................... 46 
Tabel 4.2 Data Posttest Kelompok Eksperimen ................................................................... 47 
Tabel 4.3 Data Pretest Kelompok Kontrol ........................................................................... 49 






Gambar 3. 1 Flowchart Aplikasi .............................................................................. 18 
Gambar 3. 2 Flowchart Submodul Autentikasi ......................................................... 19 
Gambar 3. 3 Flowchart Submodul Attendance ......................................................... 20 
Gambar 3. 4 Flowchart Submodul Proses Check In.................................................. 21 
Gambar 3. 5 Flowchart Submodul Proses Check Out ............................................... 21 
Gambar 3. 6 Flowchart Submodul Other Date.......................................................... 23 
Gambar 3. 7 Flowchart Submodul Activity .............................................................. 24 
Gambar 3. 8 Flowchart Submodul Profile ................................................................ 25 
Gambar 3. 9 Conceptual Data Model ....................................................................... 26 
Gambar 3. 10 Rancangan Antarmuka Halaman Autentikasi ..................................... 27 
Gambar 3. 11 Rancangan Antarmuka Halaman Utama............................................. 28 
Gambar 3. 12 Rancangan Antarmuka Halaman Attendance ..................................... 29 
Gambar 3. 13 Rancangan Antarmuka Halaman Other Date ...................................... 30 
Gambar 3. 14 Rancangan Antarmuka Halaman Leaderboard ................................... 31 
Gambar 3. 15 Rancangan Antarmuka Halaman Achievement .................................. 32 
Gambar 3. 16 Rancangan Antarmuka Modal Achievement ...................................... 33 
Gambar 3. 17 Rancangan Antarmuka Halaman Profile ............................................ 34 
Gambar 4.1 Implementasi Halaman Autentikasi ...................................................... 38 
Gambar 4.2 Implementasi Halaman Utama .............................................................. 39 
Gambar 4.3 Implementasi Halaman Attendance....................................................... 40 
Gambar 4.4 Implementasi Modal Reward ................................................................ 41 
Gambar 4.5 Implementasi Halaman Other Date ....................................................... 42 
Gambar 4.6 Implementasi Halaman Leaderboard ..................................................... 43 
Gambar 4.7 Implementasi Halaman Achievement dan Modal Achievement ............. 44 
Gambar 4.8 Implementasi Halaman Profile .............................................................. 45 
Gambar 4.9 Hasil Perhitungan Paired Sample T Test Kelompok Eksperimen .......... 48 







Lampiran A:  Transkrip Wawancara dengan PT Sumber Inovasi Informatika 
Lampiran B:  Data Absensi Karyawan 
Lampiran C:  Daftar Riwayat Hidup 
Lampiran D:  Formulir Bimbingan Skripsi Dosen Pembimbing 1 
Lampiran E:  Formulir Bimbingan Skripsi Dosen Pembimbing 2
